This article provides a description of the simulation and virtual learning environments, applied in psychology. The existing literature has been reviewed: the precedents, definitions, uses, and advantages from diverse perspectives of different authors, who have applied this support tools on education. Although there are not enough studies in the psychological area, the importance of the topic suggests it is necessary to continue with this kind of investigations, which may assist as a referent to psychologists immersed in the teaching field.
to achieve this, there is a possibility to apply these technologies through three-dimensional virtual worlds, in which technology, content, and opportunities for interaction with other people, combines with recreational and instructional designs that make the immersion and simulation a suitable learning environment.
In the same way, Fernández (2009, p. 34) affirms that, "Virtual refers to everything that not even existing physically, has similar characteristics to its real reference and it even causes the actual effects this would produce". From this perspective, simulation and virtual learning environments, as learning tools in teaching, are the new training scenarios that demand pedagogical and technological challenges. Teachers and students should be able to cope with these changes, since it is another way to learn and develop the skills required in different careers. It is important to consider that this "New training system breaks the trilogy: time, space, and activity in physical locations (real)"; as a consequence, according to Chiecher et al. (2013) , this leads to a change from a linear learning to learning in virtual environments, discarding the content-centered teaching, changing it by a teaching focused on personal and professional development of the student.
This new conceptualization of education has not only influenced the training of future psychologists, but also health sciences in general; in this regard, Juanes (2011) states that the technological revolution is transforming educational systems related to health sciences, since they provide useful tools for university education, allowing the creation of artificial situations, close to the real ones. Botella, Baños, García, Quero, Guillen, and Marco (2007) indicates that the use of technology and the progress it has been through, related to its application in the field of clinical psychology, will facilitate the job of health professionals, since they now have a large number of virtual tools.
Simulation and Virtual Learning Environments
Taking into account this technology-based environments, which are not new, considering that in the 20th century in 1965, Ivan Sutherland was the first to refer a computer-generated illusion. He said that a display connected to a computer gives us the chance to become familiar with concepts not realizable in the physical world. This creates a new vision to the application of technologies in a three-dimensional virtual world that simulates reality, allowing human-computer interaction. Whether this relationship occurs or not, it is important to know the answer to the following question: What are the simulation and virtual 3D learning environments?
In this regard, there are various definitions from different perspectives; some authors define them as virtual reality, such as Carmona (2012) who defines them as a virtual reality environment. This environment may be real or imaginary, and it can be visually experienced in three dimensions (width, height, and depth). Roy, Klinger, Légeron, Lauer, Chemin, and Nugues (2003) goes further, he indicates that these environments provide an interactive visual experience in real time with sound and with the possibility to add other types of feedback, such as tactile sensations. Chiecher et al. (2013) defines them as the artificial reproduction of the real world, in which students acquire psychomotor skills and knowledge, in a safe environment. Fonseca, Valdés, and Mestre (2007) define simulation and virtual learning environments as a group of computer and telematic facilities that boost communication and exchange of information in the teaching-learning process. For Salinas (2011) , virtual environments are hosted educational web spaces that contain a set of tools that allow learning interaction. On the other hand, Ruiz (2012) , who works in the clinical field, says that simulated environments are learning tools, whose main goal is the acquisition of skills, by training in an environment, as close as possible to a real context. This allows the students to perform activities as many times as they need in order to master a technique, without causing any harm to the patient. In this way, the margin for human error will be reduced, providing the students with more confidence when actually dealing with the patient. He also states that simulated environments are adequate and appropriate for the training and education of students in medical areas. Coll (2003) points out that virtual environments are based on symbolic aspects that help boosting learning. However, they must follow the formal steps in the teaching-learning process, which are anticipating and planning of actions to be taken, emphasizing the interactivity, which allows a more active and contingent relation to information. This facilitates adaptation to different learning rhythms, and dynamism when giving the opportunity to interact with virtual realities, enabling students to explore, reflect, and experiment. García, Pericot, Gutiérrez, and Ferrer (2009) in their study about the use of technology for the treatment of smoking, defined it as the computer-based technology that generates three-dimensional environments with which the subject interacts in real time, thus producing a sense of immersion, similar to that in the real world. Fonseca et al. (2007) indicates that virtual teaching and learning environments are spaces where conditions are created so that students can get new knowledge and experiences; in other words, new elements that generate the processes of analysis, reflection, and acquisition.
Whether these environments are defined as virtual reality, simulation and learning environments or clinical simulation, the truth is that they have changed the view of the teaching-learning process in health sciences, and therefore in psychology. The implementation and use of these tools in the students training is becoming more generalized due to the benefits it provides and because they enable the development of professional skills. Bearing this in mind, it is worth noting that, as mentioned by Alvites (2012, p. 40) , "The psychologist as any other professional who is involved in the teaching area, is forced to change, adapt and readjust their skills and experience to the new requirements and educational needs of these prospective professionals living in this digital generation; encouraging autonomy, and teaching them how to develop and build their own interpretations, and to rebuild culture and knowledge". In addition, we already have empirical research in psychology, applying these technologies for assessment, diagnosis, and treatment of psychological disorders; including anxiety, depression, smoking, among others. However, there is still rejection from academic psychologists to incorporate these technologies in their class sessions, as Gonzales, Montero, Pérez, and Balbuena (n. d.) corroborates, the main drawback in the use of technology for research in psychology is the resistance of the academics to simulation and the lack of preparation of psychologists in computer-related topics.
Use of Simulation and Virtual Learning Environments
The use of technology for psychological treatments dates back to 1980. At first, they were used for the treatment of phobic disorders. Regarding this, Carmona (2012) indicates that the use of virtual simulation environments offers an opportunity to study the different types of specific reactions that students may have, when they are immersed in risk situations, since they allow to recreate real-like scenarios, getting responses similar to those in real life, but in a virtual world. Therefore, there is a real possibility that these modeled scenarios, virtually simulate any circumstance similar to real life. This provides an interactive visual experience in real time, allowing the person to see, hear, and feel sensations, and believe that he is actually "there". In order to use simulation and virtual learning environments, Mestre, Fonseca, and Valdés (2007) mention that it is mandatory that these environments have telepresence, understood as the sensations result of interactions, according to the level of realism provided by the display of content in the environment. Gonzales, Montero, Pérez, and Balbuena (n. d.) report that a three-dimensional world created by a computer, allow us to experience the feeling of being there, which means that the brain, all the body systems, as well as the emotions react as if the invented environment was real. Osorio, Ángel, and Franco (2012) emphasize that the use of technology through the implementation of simulated virtual environment allows the development of skills and competencies, making the students learning to do and learning to know through simulations, as well as permitting them to interact with other users´ personalized identities (avatars) and three-dimensional objects. This brings students close to real-like situations, similar to the ones occurring in real context. Riofrio (2012) mentions that these environments or virtual worlds were created to train their users, since they not only increase the attention and participation of the students, but also encourage them to keep interacting with the proposed contents. Regarding this, Botella et al. (2012) indicates that these settings offer the possibility to use virtual environments as therapeutic tools in psychology since they are flexible enough to allow the design of various tailor-made scenarios for each type of disorder, in which the patient finds out that feared situations and obstacles can be overcome through confrontation and effort. Quero, Botella, Guillen, Moles, Nebot, and García-Palacios (2012) emphasize that technology is useful for treating post traumatic stress disorder, adaptative disorders and pathological grief. Botella, Quero, Serrano, Baños, and García (2009) also mention that within the field of psychology, these technologies have been applied in experimental, clinical, educational, and social psychology as well as in psychological evaluation.
Advantages of Simulation and Virtual Learning Environments
There are multiple advantages offered by these new learning environments. As Gonzales et al. (n. d.) says, virtual scenarios have a high visual quality, and allow us to use modeling and animation techniques, making the spaces and characters, that are part of the simulation, seem more realistic to the user. Arbeláez (2010) states that simulation virtual environments allow the practice and acquisition of knowledge through the implementation of case studies or real situations (which are frequently applied in psychology). In this way, students would be able to diagnose and follow good practices in the assessment, diagnosis, and treatment of patients. In the same way, he says that virtual environments facilitate learning because they are used to recreate a specific situation, allowing the design of humanizing interactive processes with educational purposes. (Johnson & Patterson, 2007 , as cited in Arbeláez, 2010 indicate that students can make mistakes in these environments and they can practice as much as they need in order to achieve the desired competencies, without harming any human being. Meanwhile, O. Tatli and Z. Tatli (2010) mentions that simulation through virtual environments allows students to follow appropriate procedures, taking into consideration the theory acquired in formal classes; and at the same time, it enhances higher levels of interpersonal confidence in the students. Aguirre (2012) points out that simulation allows the students to acquire competencies in certain procedures and skills, in a way that when dealing with their patients, they already have a real expertise. In these environments, students might be wrong when making a diagnosis. However, they are able to go over it repeatedly. Despite it is human to make mistakes, we cannot make one in health sciences, since a mistake may be fatal for the patient. Juanes (2011) remarks that simulation environments bring students close to real situations. In this way, they are far more motivated to study and learn. They also achieve satisfaction levels, evaluating the use of technology positively in their training. Another advantage, according to Ziv and Bekenstadt (2008) , is that simulation environments allow the student to maximize their autonomy and ability to make decisions, making them active agents of their own learning. Moreover, they help to minimize ethical conflict. Therefore, it is imperative to use these environments in psychology. Quero et al. (2012) mention that clinical psychologists should have a clear understanding of the opportunities and challenges that technology offers. Virtual environments not only provide valuable opportunities related to training and self-training, but they also allow the possibility of continuing practice in a variety of contexts. This makes the user feeling he is actually "there", conceiving the situation as real. Virtual environments are also a source of personal effectiveness, since the user experience himself as a competent and effective person. They also allow the design of different scenarios in which the user can feel he is capable of performing from easy to more complex tasks. Chiecher et al. (2013) mention that these environment characteristics allow spontaneity, since learning arises at the time when it is needed. These environments are autonomous because it is the user who explores and looks for solutions. They are fast since we have immediate access to unlimited sources of information and approaches. Virtual environments are unstructured because you learn depending on the user's needs and they are specific, since they address to a specific question or problem. Another remarkable advantage of using these environments in psychological therapies, is that they allow to simulate the desired scenario when determined by the therapist. This helps to expose the user to clinically meaningful contexts as often as needed, in order to make the patient recall events and also to feedback him. In this virtual environment, the therapist can control the stimuli and events, in accordance to the type, number and intensity of the events presented. García, Pericot, Gutiérrez, and Ferrer (2009) points out the advantages of using these environments in psychological treatments, since they have two key properties such as presence and interaction. By presence we mean the feeling of "being there" in the virtual environment, in this way the patient feels he is part of this scenario. On the other hand, they recreate situations impossible to implement in the real world, with a high degree of control over the exposure techniques parameters and a high level of precision that is not possible in real contexts. In this sense, overlearning is facilitated. Thus, we can handle unwanted or threatening stimuli when presented to the patient. In this way, he would be highly motivated and involved in the therapy.
In conclusion, we can say that professional psychologists dedicated to education must be prepared to handle these technologies and apply them as a part of their class sessions, or in addition to them. Therefore, it is necessary to ensure that the contents provided in the simulation and virtual learning environment meet the basic psycho-pedagogical principles, and at the same time this information facilitates the acquisition of meaningful knowledge. Virtual environments imply a redefinition of the educational purpose and new ways to access to knowledge, enabling the development of academic programs that incorporate these simulated and virtual processes. Despite they are being used in psychotherapy, not everybody realizes its importance as a tool in the teaching-learning process. Thus, it is necessary to guide the use and application of these technologies when teaching psychology since they provide a number of advantages getting the students involved in similar scenarios that in the future they must face as prospective psychologists.
